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II 








Analogies Games 

Players use higher level 
reasoning skills to iden¬ 
tify 8 kinds of analo- 
gous relationships. 

SocMate™ has 6400 

analogies; for example: 

day: month: -.Tuesday: August 

hello: good bye:: beg inn ing.en^^S^Sj^ 

cal I telephone-write: letter 

3 levels of difficulty based on reading level 
Grades 1 -4; 5-6; 7 and up. 


Classifying Games 

Understanding what words have in 
common helps players C 

organize and remember /• • > '■ . 

information. What does j f fij — . i 

not belong? Friday, Mon- j j 
day, Christmas, Thursday. 

Which word is a country? 

Everest, Peru, Whitney, Fuji. SocSort™ games draw 
from 2300 words in 17 categories and 97 
subcategories! 

4 difficulty levels, based on readability (Grades 
1 -2; 3-4; 5-6; 7 and up). 


SocOrder 


Sequencing\Games 

Players use logical thinking «|jfe ^ 

skills to put words, sentences, jJmap 

numbers, and letters in proper \J*y. -J& J 

sequence; for example: X 

December, November, October, 

September ik y/ 

RVeJ, SWfK, TXgL, UYhM 
A-l,C-3,E-5,G-7 W 

Robert, Samuel, Thomas, Uriel f 

The SocOrder™ games include more than 700 
sequences. 

3 levels of difficulty based on concept and reading 
level: K-2; 3-5; 6 and up. 


Association Games 

Seeing connections between words 

gives players a strategy for re mem-^Hk 

bering important information. ^ 

The wind howls. Cats meow. wS 

Volcanoes erupt. Jr 

Time flies. Loud and IS# 

clear... up and WgJ jgj 

down . . . cease and 

desist. These are a few of the associations players 
make using the 1600 words in SocLink 

3 difficulty levels based on readability and concep¬ 
tual level: Grades 1 -2; 3-4; 5 and up. 


SocMatch 


Games for Identifying Attributes and 
Parts of 

Recognizing com- 

mon attributes in jj >J§P _____. . 

different objects ^ . y 

helps us remember and is / j 

important for problem 

body. Race cars and leop¬ 
ards are fast. Frost, hail, and the Arctic are cold. 

Players find what feature a group of words have in 
common. SocMatch™ has 3 games and 1100 words 
to draw from. 

4 difficulty levels, based on readability (Grades 
1-2; 3-4; 5-6; 7 and up). 

Included in this package: 

1 —MicroSoc™ Thinking Games diskette 
1—Manual for home or school use 
1—SocWork™ Activity Booklet 

From the authors of the award-winning Arcademics math and language 
Bill Maxwell and Barbara Thompson, and two of the co-authors ot the P< 
Kits, Deborah Smith and James O. Smith. 


Classification Games for Prereaders 

SocPix™ provides prereaders ggg4jjj| 

challenges classifying with pic- I jj jjp 

tures. SocPix™ has 3 games. 

Teacher or parent can preset 

content and game features 

using separate menu. Child menu JB f- 

for game selection only. Corrective JfjJ 

visual feedback option. 

3 levels of difficulty. Preschool through Grade 2. 


Apple® is the registered trademark of Apple Com 
puter, Inc. 































SOFTWARE SHOWCASE 


4 


SOCMATE 

Computer: Apple II series 
Topic: Language arts 
Grade Level: 2-7 
Teachers bombard young students 
with , standardized tests that con tain 
analogies, yet we rarely offer them 
practice in this area. SocMate con- 
tains t jiree games that allow elemen¬ 
tary students to practice analogies 
and increase their vocabulary and 


reasoning skills at the same time 
The games are clever and chal¬ 
lenging. In the Kangaroo game, three 
of four words that make an analogy 
are given, such as above:over:below:?. 
Players choose the word that com¬ 
pletes the analogy from four possibili¬ 
ties, such as under , tree, ground, and 
space . (The answer is “under”) The 
Koala game is similar to the Kanga¬ 
roo game, but the missing word can 
appear in any position, such as life: 
?:happy: sad. In the Sheep game, a 
word pair is shown at the top of the 
screen, such as Chicago:Denver. 
Players choose a second word pair to 
complete the analogy. In this case, 
the answer is Illinois:Colorado. All 
three games provide appropriate and 
immediate feedback for correct and 
incorrect answers. 

Players can set game features, 
such as the number of players (1-2), 
the speed (0 = off, l = slow through 
9 = fast), the game length (2-5 min¬ 
utes), and sound (on or off). They 
can use the keyboard or an altema- 




A sample SocMate analogy. 

tive input device to enter their re¬ 
sponses. 

Players can vary the game level by 
choosing one or more types of analo¬ 
gies for each game. Eight types are 
N possible, including synonyms, ant¬ 
onyms, functions, homonyms, cate¬ 
gories, linear words, word games, 
and transpositions. The disk contains 
6,400 analogies. 

SocMate is part of a series of six 
programs designed to develop think¬ 
ing skills, including classification, as¬ 
sociation, and sequence skills. To ac¬ 
company the six programs, teachers 
can buy a disk called SocAssist 
($19.95) that monitors student per- 
iormance in all the programs. SocAs¬ 
sist provides a printout of every stu¬ 
dent's scores. Along with the scores, 
it provides the game level on which 
each score was achieved, the number 
of correct answers achieved in each 
game, and more. You can also print 
out the items a particular student 
missed and let him or her use the 
printout as a study sheet. 

The manual covers the operation 
of all six programs in the series. Un¬ 
fortunately, it do esn't contain detailed 
infoirnati on about J he rnnhrafs af 

e xplaining analogies to students . 

SocMate is a highly motivating and 
comprehensive tool for working with 
anaIbgies“arT3i^^ It 

gives"stlldents needed practice in 
seeing relationships and helps pre¬ 
pare them for standardized tests. 
The games are short enough so that 
many students can use the software 
in a single period. Working in pairs is 
also effective. 

Some of my students were frus¬ 
trated by the fast speed of the game. 


The speed can be slowed down, but 
this change must be made every time 
the program is booted. It would be 
helpful if teachers could set and save 
options for students, such as speed, 
skill level, and automatic scoring. 
Price: $44.95 

Policy: $15.50 backup; 30-day 
preview 

Source: American Guidance Service 
(AGS), Publishers’ Building, Circle 
Pines, MN 55014; 800/328-2560 

Ann Dana, Computer Consultant 
District 181, Hinsdale, IL ^ ^ • 
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Overview Chart 


Diskette 


SocSort 



Six 


Mat 


Games 
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Reading levels ^ 


Content 


► 


Skill !> 

Games for Learning Classification 
Skills 

Games for Learning Association 
Skills 

Games for Identifying Coi 
Relationships 

Purpose 

Understanding what words have 
in common helps players 
organize and remember 
information. 

Seeing connections between 
words give players a strategy for 
remembering important 
information. 

Recognizing common attr 
in different objects help 
remember and is importa 
problem solving. 

Graphics theme ^ 

Soc in Washington, D.C. 

Soc in Tokyo 

Soc in Paris 

Travels of Soc ^ 
Companion story ^ 

"Soc Meets Dr. Byte" 

"Crime Does Not Pay" 

"Soc Goes to Paris" 


1 . 

1 . 

1 . 


Washington Monument 
Game 

(Item to category) 
Category is shown at top of 
screen. Player selects from four 
words the word that belongs in 
the category. 

2. 

U.S. Capitol Game 

(Sort items) 

Item appears in middle of screen. 
Player sorts items into 
categories. 

3 . 

Lincoln Memorial Game 
(What does not belong?) 
Four words appear on steps. 
Player selects word that does not 
belong with others. 


Robot Game 
(Make a pair) 

Key word is shown at top of the 
screen. From a list, player 
chooses word that is an 
association. 


2 . 

Fan Game 
(Place the items). 

Key word is shown in the screen 
center. Words appear in each 
corner. Player moves cursor 
under corner word associated 
with key word. 

3 . 

Volcano Game 
(Pick an item) 

Key word appears at top of 
screen. Three words come down 
the screen. Player chooses word 
associated with key word. 


Level 1—Grades 1-2 
Level 2—Grades 3-4 
Level 3—Grades 5-6 
Level 4—Grades 7 & up 


Level 1—Grades 1 -2 
Level 2—Grades 3-4 
Level 3—Grades 5 and up 


17 categories 
93 subcategories 
Player selects content to use in 
games. May choose to design 
own game or play a preset 
content combination. 

Level 1—player selects from 2-4 
main categories. 

Levels 2-4—player selects main 
categories or subcategories. 


1600 words in content. Examples 
of associations include: countries 
and continents; states and 
capitals; workers and tools; 
animals with their group; 
holidays and months. 


Auto Game 
(Match concept to itei 
Keyword is shown below 
Player selects word on cc 
best describes the key w 

2 . 

Eiffel Tower Game 
(Group the items) 
Key word appea rs at t he 

the Eiffel Tower. Four w 


appear in screen corne's. 
moves cursor under corne 
that best describes key \ 
(attribute or part of) 

3 . 

Artist Game 
(Find the one that is the s 
Four words appear at tc 
screen. Player selects wo 
palette that goes with the 
words. 


Level 1—Grades 1-1 
Level 2—Grades 3-' 
Level 3—Grades 5-< 
Level 4—Grades 7 anc 


Two types of content in th< 
game items: parts of c 
attributes 

Example of attributes coi 
things that are fast 
(race car, leopard) 
things that are cold 
(frost, hail, Arctic) 

Example of parts of con 
parts of the body 
(retina, tongue, skul 
parts of a book 
(page, spine, illustratic 
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Order 



Analogies Games 

Sequencing Games 

Games for Developing 
Classification Skills with Pictures 

Players use higher level 

Players use logical thinking skills 

Understanding what pictures 

reasoning skills to identify 8 kinds 

to put words, sentences, numbers, 

have in common helps players 

of analogous relationships. 

and letters in proper sequence. 

organize and remember 
information. 

Soc in Australia 

Soc in Space 


"Soc Goes to Sydney" 

"Soc Goes to NASA" 


1 . 

1 . 

l. 

Kangaroo Game 

Space Shuttle Game 

Circle Game 

(Complete the analogy) 

(Arrange the words) 

(Match the one that is the same) 

Three of four words that make an 

Player selects words in order and 

A picture appears in each screen 

analogy are given. Player 

makes a sentence. Space bar 

corner. Player chooses corner 

chooses word to complete 

selects word. If correct, it pops 

picture that belongs in same 

analogy. 

into position. 

category as picture in middle of 

2. 

2. 

screen. 

Koala Game 

Comet Game 

2. 

(Fix an analogy) 

(Arrange the sentences) 

Diamond Game 

Missing word in analogy can 

Player selects sentences in order 

(Find the one that is different) 

appear in any position. Player 

and makes a paragraph. Space 

Four pictures appear on screen. 

selects missing word from four 

bar selects sentence. If correct, 

Player chooses the one that 

choices. 

number appears beside 

doesn't belong with the other three. 

3. 

sentence. 

3. 

Sheep Game 

3. 

Square Game 

(Make an analogy) 

Outer Space Game 

(Pick the one that belongs) 

A word pair (part of an analogy) 

(Complete the sequence) 

Three pictures and an empty box 

is shown at top of screen. Player 

Three items are shown at top of 

appear at top of screen. Player 

chooses second word pair to 

screen. Player finds missing item 

chooses from three pictures at 

make an analogy. 

to complete sequence. 

screen bottom the picture that 
belongs in the same category. 
Chosen picture fills empty box. 

Level 1—Grades 1-4 

Level 1—Grades K-2 

No levels. Difficulty based on 

Level 2—Grades 5-6 

Level 2—Grades 3-5 

game options selected (for 

Level 3—Grades 7 and up 

Level 3—Grades 6 and up 

example, speed). SocPix™ was 
developed for players who do not 
read or who have limited reading 
skills. 


6400 analogies in SocMate™ 
content. 8 types of analogies. 

Content choices (player chooses 
one or more types of analogies) 

Level 1 content: 
synonyms, antonyms, functions 

Level 2 content: 

Level 1 content plus homonyms, 
categories, linear, different 

Level 3 content: 

Level 1 and 2 content plus 
transpositions. 


700 sequences in content. 
Level 1 & 2 play: 
number, letter, number-letter, 
and word sequences 

Level 3 plays: 

number, letter, and number-letter 
sequences 


175 pictures belonging to 7 
categories (25 pictures for each 
category) 


© 1985 AGS® American Guidance Service, Inc. 
Publishers' Building 
Circle Pines, MN 55014-1796. 

All rights reserved. Printed in the U.S.A. 



















































Overview Chart 





Games for Learning Association 
Skills 

Seeing connections between 
words give players a strategy for 
remembering important 
information. 


Soc in Tokyo 


'Crime Does Not Pay' 


1. 

Robot Game 
(Make a pair) 

Key word is shown at top of the 
screen. From a list, player 
chooses word that is an 
association. 

2 . 

Fan Game 
(Place the items) 

Key word is shown in the screen 
center. Words appear in each 
corner. Player moves cursor 
under corner word associated 
with key word. 

3. 

Volcano Game 
(Pick an item) 

Key word appears at top of 
screen. Three words come down 
the screen. Player chooses word 
associated with key word. 


Games for Identifying Common 
Relationships 

Recognizing common attributes 
in different objects helps us 
remember and is important for 
problem solving. 

Soc in Paris 
"Soc Goes to Paris" 

~Y7 

Auto Game 
(Match concept to item) 

Key word is shown below arch. 
Player selects word on car that 
best describes the key word. 

2 . 

Eiffel Tower Game 
(Group the items) 

Key word ap pears at th e top of 

the Eiffel Tower. Four words 
appear in screen corners. Player 
moves cursor under corner word 
that best describes key word 
(attribute or part of). 

3. 

Artist Game 

(Find the one that is the same) 
Four words appear at top of 
screen. Player selects word on 
palette that goes with the four 
words. 



Analogies Games 


Players use higher level 
reasoning skills to identify 8 kinds 
of analogous relationships. 


Soc in Australia 
"Soc Goes to Sydney" 

Kangaroo Game 
(Complete the analogy) 
Three of four words that make an 
analogy are given. Player 
chooses word to complete 
analogy. 

2 . 

Koala Game 
(Fix an analogy) 

Missing word in analogy can 
appear in any position. Player 
selects missing word from four 
choices. 

3. 

Sheep Game 
(Make an analogy) 

A word pair (part of an analogy) 
is shown at top of screen. Player 
chooses second word pair to 
make an analogy. 


Level 1—Grades 1 -2 
Level 2—Grades 3-4 
Level 3—Grades 5 and up 


Level 1—Grades 1-2 
Level 2—Grades 3-4 
Level 3—Grades 5-6 
Level 4—Grades 7 and up 


L eve | *|.—Grades 1-4 
Level 2—Grades 5-6 
Level 3—Grades 7 and up 


1600 words in content. Examples 
of associations include: countries 
and continents; states and 
capitals; workers and tools; 
animals with their group; 
holidays and months. 


Two types of content in the 1100 
game items: parts of and 
attributes 

Example of attributes content: 
things that are fast 
(race car, leopard) 
things that are cold 
(frost, hail, Arctic) 

Example of parts of content: 
parts of the body 
(retina, tongue, skull) 
parts of a book 
(page, spine, illustrations) 


6400 analogies in SocMate™ 
content. 8 types of analogies. 

Content choices (player chooses 
one or more types of analogies) 

Level 1 content: 
synonyms, antonyms, functions 

Level 2 content: 

Level 1 content plus homonyms, 
categories, linear, different 

Level 3 content: 

Level 1 and 2 content plus 
transpositions. 
























































































































CUSTOMER USE AGREEMENT 


IMPORTANT NOTICE: MicroSoc ™ Thinking Games (MicroSoc™) are offered by AGS®, American Guid¬ 
ance Service, to customers for their use under the terms set forth below. Your use of MicroSoc ™ and/or 
signature on the enclosed Owner Registration Card acknowledges that you have read this Customer Use 
Agreement and agree to its terms. 

1. MicroSoc ™ Thinking Games are copyrighted and copyprotected. You may not copy or otherwise repro¬ 
duce all or any part of this program, except that you may load the program into a computer as a necessary 
procedure in executing the program on the computer. 

2. Owner Registration. On receipt of your MicroSoc ™ program, complete and return to AGS the enclosed 
postage-paid Owner Registration Card. This essential step will qualify you to obtain replacement or backup 
MicroSoc ™ diskettes and will enable us to include your name on an upgrade notification and new software 
mailing list. 

3. Backup Copies. After your Owner Registration Card is on file at AGS, you may use the enclosed backup 
order card to obtain a backup copy of those MicroSoc ™ diskettes you have purchased. When sending for 
your copy, the backup order card must be attached to your purchase order or payment. 

4. Restrictions on Use. The MicroSoc ™ Thinking Games diskettes are provided under this Agreement to 
you as the registered owner whereby you are licensed, on a nonexclusive basis, to use the diskettes and 
materials embodied therein only in connection with a single microcomputer. You may not sublicense, lease, 
sell, or otherwise convey or transfer, electronically, through networking, or otherwise, copies of the disk¬ 
ettes or the materials embodied therein to any other individuals. 

5. LIMITED WARRANTY for Diskettes. To the registered owner only, AGS warrants MicroSoc ™ diskettes to 
be free from defects in materials and workmanship under normal use and service for a period of ninety days 
from the date of shipment to customer. If, during the ninety-day period, a defect in any diskette should occur, 
the defective diskette(s) may be returned to AGS Customer Service, Publishers’ Building, Circle Pines, MN 
55014-1796 for replacement at no charge. The enclosed replacement order card must accompany the re¬ 
turned materials. If the failure of any diskette results from accident, misuse, or misapplication of the diskette, 
then AGS shall have no responsibility to replace the diskette under the terms of this ninety-day limited 
warranty. 

6. Limitation of Liability. Neither AGS nor anyone else who has been involved in the creation, production, 
or delivery of MicroSoc ™ shall be liable for any direct, incidental, or consequential damages resulting from 
the use of the program. The customer assumes complete responsibility for any decisions made based on 
information obtained from the use of this program. 

7. THE EXPRESS WARRANTIES SET FORTH IN THIS AGREEMENT ARE IN LIEU OF ALL OTHER 
WARRANTIES, EXPRESS OR IMPLIED, INCLUDING WITHOUT LIMITATION, ANY WARRANTIES OF 
MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. Incidental and/or consequential 
damages resulting from a breach of any applicable express or implied warranties are hereby excluded, 
including damage to property and damages for personal injury. Some states do not allow the exclusion or 
limitation on the length of an implied warranty, so the above limitation or exclusion may not apply to you. 

8. This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any 
federal, state, or local law which cannot be preempted. This warranty gives you specific legal rights. You 
may also have other rights which vary from state to state. 

Should there by any questions as to the terms of this agreement, please call AGS toll free 800-328-2560. In 
Minnesota, call collect 612-786-4343. 

AGS® 

American Guidance Service 

Publishers’ Building 

Circle Pines, MN 55014-1796 
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© 1985 AGS® American Guidance Service, Inc. All rights reserved, including translation. No part of this 
publication may be reproduced or transmitted in any form or by any means, electronic or mechanical, 
including photocopying, recording, or duplication in any information and retrieval system, without written 

permission from the publisher. 

DOS3.3, © Apple, 1980, 1981 
Diversi-DOS™, Version 3-C, © DSR, Inc., 1982 

Apple® is the registered trademark of Apple Computer, Inc. 

Diversi-DOS™ is a trademark of DSR, Inc. 

MicroSoc™ is a trademark of American Guidance Service, Inc. 

Printed in the United States of America. 

DOS3.3™ is a copyrighted program of Apple Computer, Inc., licensed to American Guidance Service to 
distribute for use only in combination with MicroSoc™ Thinking Games. Apple Software shall not be copied 
onto another diskette (except for archive purposes) or into memory unless as part of the execution of 
MicroSoc™ Thinking Games. When MicroSoc™ Thinking Games have completed execution Apple 
Software shall not be used by any other program. 

The MicroSoc™ diskettes contain a high-speed operating system called Diversi-DOS™, which is licensed 
for use with this program only. To legally use Diversi-DOS™ with other programs, you may send $30 
directly to: DSR, Inc., 5848 Crampton Ct., Rockford, IL 61111. You will receive a Diversi-DOS utility disk 

with documentation. 

Neither American Guidance Service, Inc., nor Apple Computer, Inc. nor DSR, Inc., makes any warranties, 
either express or implied, regarding the enclosed computer software package, its merchantability or its 
fitness for any particular purpose. The exclusion of implied warranties is not permitted by some states. The 
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other rights that you may have which vary from state to state. 
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Introduction 


MicroSoc™ Thinking Games is a highly motivating educational software 
series that provides challenge for players of different ages and abilities. The 
games are designed to help players develop key thinking processes that are vital 
for language and critical thinking: 

• classification (through SocSort™, SocPix™) 

• association (through SocLink™) 

• identification of common relationships (through SocMatch™) 

• analogies (through SocMate™) 

• sequencing (through SocOrder™) 

MicroSoc™ Thinking Games content ranges from prereading through twelfth 
grade reading level. Also, there are different levels of conceptual difficulty for 
each game. The wide range in reading level and conceptual difficulty allows the 
MicroSoc™ series maximum flexibility of use within a school setting. In the 
home, the series can be used successfully with siblings of different ages and 
abilities. 

How to Use this Manual 

This manual will help you use MicroSoc™ Thinking Games as effectively as 
possible. 

• Part I explains how to operate menus and games. 

• Part II tells how to use the record-keeping system. 

• Part III describes the unique features of SocPix™. 

• Part IV provides suggestions for using the MicroSoc™ series in a school or 
home setting. 

• The appendix contains information about the development and field testing of 
MicroSoc™ Thinking Games. 


Part I 


How to Play the MicroSoc™ Games 


The MicroSoc™ series was designed for maximum ease of use. Menu for¬ 
mats, program options, and game features are the same on all diskettes. The 
player who has learned to play the games on one diskette will be able to operate 
the other diskettes. This consistency makes MicroSoc™ games easy to use and 
functional for either home or school setting. 

On SocPix™, the program options are the same. However, SocPix™ has sev¬ 
eral unique features that enable the player with no reading skills or minimal read¬ 
ing skills to immediately play a game without having to read and respond to a 
menu. A parent or teacher can choose game features and content in advance. 
For a more complete description of these unique features see page 11. 

How to Respond 

Players use the ARROW KEYS to move from option to option on all menus or 
from item to item on all games. By pressing the SPACE BAR they select the op¬ 
tion or item. Remember, ARROW KEYS move, SPACE BAR selects. (See Soc¬ 
Pix™ description on page 11.) 

Left-handed players who find it awkward to use arrow keys positioned on the 
right side of the keyboard can use Q and W instead of the arrow keys. 

To end the game before time is up, press the control key and E at the same 
time (<CTRL> <E>). 

SocOptions, the Main Menu 

When you insert your MicroSoc™ diskette and turn on your computer, you 
will see a title screen followed by a screen with the authors’ names. Then, if you 
are playing SocSort™, SocLink™, SocMate™, SocMatch™, or SocOrder™, the 
main program menu, SocOptions, will appear (see Figure 1). (If you are playing 
SocPix™, a game menu with pictures appears first. To access SocOptions, 
press the A key while holding down the control key. <CTRL> <A> accesses all 
program features available in SocPix™.) 

While you are learning to use SocOptions, go through the options in the 
order they are presented. Use the arrow keys to move to your choice (Soc’s 
baton points to the option); press the space bar to activate your choice. 

Pick a game —takes you to the menu that lists the available games on the 
diskette. 

Set game features —takes you to the menu that allows you to choose game 
features. 

Choose content —takes you to the menu that allows you to select the level 
and type of content for the game. 


1 














Play game —begins the game you selected. 

Use SocASSIST™-— takes you to the screen that gives directions for using 
SocASSIST™, the diskette used to access game scores saved on any Micro- 
Soc™ diskette. 

Pick a game 

The Pick a game screen for SocSort™ is shown in Figure 2. Each Micro- 
Soc™ diskette has three games. Games are listed in order of conceptual diffi¬ 
culty, from easier to more difficult. To help players remember a specific game, 
the game name tells the player what picture was shown on the game screens. 

The arrow keys move the pointer. When you have made your selection, 
press the space bar. You’ll return to SocOptions to make your next decision. 

Set game features 

Before playing a game, the player either sets game features or leaves the 
preset game features—those in effect when the computer is turned on. (Figure 
3 shows the preset game features.) Then the game features remain the same 
until the computer is turned off or until a player changes the features. 

Number of players —One or two players can play any game. Press the 
space bar until your choice, 1 or 2, appears on the screen. Then move the cur¬ 
sor to the next feature. 

In a two-player game each player uses three designated keys rather than 
arrows and space bar. The player on the left side of the keyboard uses 0 and W 
to move, X to select. The player on the right side of the keyboard uses O and P 
to move, M to select. The game instructions screen reminds players which 
keys to use. (For SocPix™, see page 11.) 

Speed —Adjustable game speed can be set between 0 and 9. Choose 0 
(zero) and the speed is off, allowing the player to control the speed by pressing 
the space bar when ready to advance to the next screen. Choose a number 
from 1 to 9 to have the screen automatically advance (1 is slowest, 9 is fastest). 

Length of game —A game can be played for 2, 3, 4 or 5 minutes. Press the 
space bar to make 2, 3, 4 or 5 appear. When the desired number shows, move to 
the next feature. 

Player uses —Games can be played with either the keyboard or paddle. 
Press the space bar so that your choice, keyboard or paddle, appears. Then 
move to the next feature. 

To use the paddle option, the paddle—or other commercial or homemade 
device or switch—must be connected to the input connector on the back of the 
computer or to the game port inside the computer. 
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Sound —Sound can be on or off. Sound provides feedback to players. Un¬ 
less it is seriously distracting, we recommend that it is left on. Press the space 
bar so that your choice, on or off, appears. Then move to the next feature. 

Return to SocOptions —after setting game features, you’ll want to return to 
the main menu. Move the cursor to Return to SocOptions and press the space 
bar. 

Choose content 

Use the Choose content menu (see Figure 4) to select the desired level of 
difficulty and the type of content for the game you are playing. First, select the 
level. This, in turn, may determine the content choices available. Level of diffi¬ 
culty in the MicroSoc™ games has been determined by reading level and/or 
conceptual difficulty. The chart enclosed in your MicroSoc™ package gives 
general information on content and levels for each diskette. 

When you have chosen the desired level and content for your game, you’ll 
want to return to the main menu. Move the cursor to Return to SocOptions and 
press the space bar. 

Play game 

Now you are ready to play the game. Move the cursor beside Play game and 
press the space bar. A game instructions screen appears for the game picked. 
The game instructions screens tell how to play the game and which keys to 
use. It also reminds you that <CTRL> <E> can be used to end the game before 
time is up. Figure 5 is a game instructions screen for a one-player game and 
Figure 6 for a two-player game. When you have read the screen, press the 
space bar to begin the game. 

The MicroSoc™ disks have corrective feedback. When the player makes an 
error, immediately the correct answer is shown and then the next game item 
appears. 

Occasionally a player may feel that more than one item could be the correct 
answer. In such cases, the player is encouraged to choose the answer that 
would be the more common response. 

After You Play a Game 

When a game ends, the Time’s up! screen appears. If you are playing a one- 
player game. Do you want to save game scores? appears at the bottom of the 
screen. Position the arrow key beside YES or NO and press the space bar. 
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Fig. 5. One-player game instructions 
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Fig. 6. Two-player game instructions 


Saving game scores 

By choosing to save scores at the end of the game, the player activates the 
record-keeping system. Records are saved and stored in the same way on all 
six diskettes. Later you can view or print a record of scores saved by using the 
special diskette, SocASSIST™. (See Using SocASSIST™ on page 7 of this 
manual.) 

Entering date, initials, and name 

If you choose to save game scores, the screen in Figure 7 appears. Use the 
space bar to make the current month, day, and year appear. Then move the 
arrow beside Enter your initials. Press the space bar. This is important! Until you 
press the space bar you cannot enter your initials. When you press the space 
bar, a cursor line appears and you can now type your initials. If there are two 
players with the same initials, you can use numbers as well as initials—BJ1, 
BJ2, for example. 

You may enter up to three initials (or initials and numbers). After entering 
your initials, press <RETURN>. The first time you save game scores on a 
MicroSoc™ diskette, a message on the screen directs you to type your name. 
Enter your name and again press <RETURN>. 

If you’ve saved scores before on the diskette, after you type in your initials 
and press <RETURN>, your name will appear. Then, this question appears on 
the screen: Is this OK? Move the arrow to Yes or No and press the space bar. 
When you select Yes your scores are saved. If you choose No, you are able to 
correct the initials or name before saving the scores. When you have saved the 
scores, the game scores screen appears. 

End-of-game menu with game scores 

Figure 8 shows the game scores screen. If you do not save game scores, the 
screen appears immediately. Or, it appears after you have saved game scores. 
Notice that the scores for the game just played are at the bottom of the screen. 
If you are playing a two-player game, this screen automatically appears after 
the Time’s up! screen. It is not possible to save scores for two-player games. If 
you are keeping a record of your scores on two-player games, write them on a 
piece of paper before you leave this screen. 

At the top of the game scores screen is a menu. Use the arrow keys to move 
the cursor beside the option you wish to select. 
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Play game again —move the cursor here and press the space bar to immedi¬ 
ately play the game again. 

Return to SocOptions— move the cursor here and press the space bar to 
return to SocOptions. 

Display items missed -move the cursor here and press the space bar to 
view or print a screen that lists the items missed in the game. This feature 
allows the teacher or parent to analyze errors and develop appropriate remedial 
procedures. (For suggestions on how to use the items missed information, see 
page 17 in this manual.) 

Display game instructions— move the cursor here and press the space bar 
to review the instructions for the game just played. 
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Part II 


The MicroSoc™ Record-keeping System 


The MicroSoc™ record-keeping system provides storage of precise records 
of players’ performance on the MicroSoc™ series. The system will store 20 
game records for each of 40 players. Records are sequentially deleted when 
more than 20 are stored. 

Using SocASSIST™ 

A separate diskette, SocASSIST™, allows only authorized individuals to 
access the records, assuring the players’ right to privacy. To view or print rec¬ 
ords on all MicroSoc™ diskettes you will need one copy of SocASSIST™. 

Be sure to view or print copies of the records frequently to ensure that you 
have a permanent record of the desired scores. 

SocASSIST™ is easy-to-use and requires only one disk drive. Simple in¬ 
structions appear on the screen when you choose the option Use SocASSIST™ 
from the main menu. Follow the screen directions (see Figure 9). When you in¬ 
sert SocASSIST™ in the drive and press the space bar, the SocASSIST™ 
menu, Use SocASSIST™, appears. Use SocASSIST™ operates like all other 
MicroSoc™ menus; use arrow keys to move to the option desired. Use the 
space bar to select. 

With SocASSIST™, you will be able to view, print, or change records for all 
students, for a few students, or for one student. 

Viewing records of all students 

The View records option on Use SocASSIST™, allows you to view the game 
records saved on a MicroSoc™ program diskette. Use the arrow keys to move 
to this option. Press the space bar and you will see a screen with this question: 
View records for all students? Move the cursor beside Yes or No and press the 
space bar to make your selection. 

Yes will take you to a record report screen for the first player who saved 
scores on this diskette. 

No will take you to a screen that allows you to select the initials of players 
whose records you want to view. (See “Viewing records of selected students” 
on page 8.) 

The game record screen reports the data for each record saved, beginning 
with the first record saved on the disk (see Figure 10). At the top of the screen is 
a student’s initials and name. Then this information follows: the number of the 
record you are viewing and the total number of records saved for the student (1 
of 3, for example, means this is the first record of three records saved); date 
played; content level; content type; number of game on disk; and data for that 
game. Here are explanations for the symbols: 
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Fig. 9. SocASSIST ™ (SocSort ™J 


Fig. 10. Game record 


Game —the numeral (1, 2, or 3) indicates whether the game the student 
played was the first, second, or third listed on the Pick a game menu for the 
diskette. 

Min —number of minutes the game was played 

Spd—speed setting for game 

Raw Counts 

RT - actual number of right (correct) responses 

NR - actual number of times player did not respond 
(no response) 

WR - actual number of wrong responses 
%CORR - percentage of responses student got correct in the 
game; a measure of accuracy 

Rate/M in 

CORR - the number of correct responses made per minute 
(correct rate) 

ERR - number of incorrect responses made per minute 
(error rate) 

At the screen bottom is a menu that allows you to view the next record for 
this student, view the previous record for this student, go to the records of the 
next student, or return to the SocASSIST™ menu. 

Viewing records of selected students 

If you responded No to View records for all students? a screen appears that 
allows you to select the initials of only the student or students whose records 
you wish to view. (See Figure 11.) 

How to select initials 

The initials of all students whose game scores have been saved on this disk 
are listed on the screen. A dotted line appears under the first set. With the arrow 
keys, move the dotted line until it is under the initials of a student whose records 
you want to view. Then press the space bar. When you press the space bar a 
box encloses the initials. 

If you enclose initials that you don’t want, simply position the cursor line 
under the enclosed box, press the space bar again and the box will disappear. 
Continue this procedure until you have enclosed the initials of all players whose 
records you want to view. 
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After completing your selection, use the arrow keys to move the dotted line 
to End Selection at the bottom of the screen. Then press the space bar. This 
takes you to the game record report screen. Now you can view the records for 
the student or students whose initials you selected. 

Printing records 

The second option on Use SocASSIST™ allows you to print game record re¬ 
ports. Use the arrow keys to move to this option and press the space bar to se¬ 
lect it. p 

A screen appears with the question: Print records for all students? If you se¬ 
lect Yes , a screen with printing directions appears. 

If you select A/o, a screen appears that allows you to select the initials of only 
those students whose records you want to print (see How to select initials on 
page 8). When you complete your selection, press the space bar and the 
screen with directions for printing will appear. 

Be sure the printer is turned on! Position the paper. To cancel your print com¬ 
mand, press <ESC> (the escape key). Otherwise, when you are ready to print, 
press the space bar. After the records are printed, you will be returned to Use 
SocASSIST™. 

The printout of a game record report screen contains the same information 
you see when you view records. 

Changing records 

The third option on Use SocASSIST™ allows you to change records saved 
on the disk in two ways: you can delete data saved for a student or you can 
change a student’s name. Use the arrow keys to move to this option. Press the 
space bar to select it. 

A screen appears with the question: Change records for all students? If you 
select Yes the next screen shows the initials and name of the first player whose 
records were saved on this diskette. This screen also has the change record 
menu. (See Figure 12.) 

If you select No to the question: Change records for all students? a screen 
appears with the initials of students whose records are saved on this diskette. 
Select the initials of players whose records you want to change. (See How to 
select initials on page 8.) When you have selected initials, move to End Selec¬ 
tion and press the space bar. The change record menu appears (see Figure 12). 
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Change record menu 

At the top of the change record menu you’ll see the initials, name, and 
number of game records saved for one player. The menu options are: 

Delete all data for student. If you want to delete all data for the student 
whose initials and name appear at the top of the screen, use the arrow keys to 
move beside this option and press the space bar. Now this message appears at 
the bottom of the screen: Student will be deleted. OK? Select Yes or No. If you 
select Yes, all the records for the student are deleted. If you select No you can 
now move the cursor arrow to another option on the change record menu. When 
you select Yes, a screen appears that directs you to exchange your 
SocASSIST™ diskette with the MicroSoc™ program diskette (SocSort™, for ex¬ 
ample). The information won’t be changed until you physically put the disk back 
in the drive! Follow the directions carefully. 

Change student name. Use the arrow keys to move to this option and select 
it by pressing the space bar. When you select this option a dotted line cursor 
appears under the first letter of the student’s name at the top of the screen. Fol¬ 
low the directions at the bottom of the screen: enter a new name and press 
<RETURN> when you are finished. 

If the new name has fewer characters than the name you are changing, be 
sure to delete extra letters at the end by using the space bar.' Here is an ex¬ 
ample: You entered JOHANSSEN; the child’s name is JOHNSON. When you 
change the name you will type over JOHANSSEN. There will be two letters at 
the end to delete with the space bar. 

If you are changing only part of the name (one letter, for example) you can 
type over the incorrect letter or letters. Then move the cursor to the end of the 
name before you press <RETURN>. If you do this the entire name will be 
saved. Otherwise, part of the name will disappear. Here is an example: The 
name MILLER was entered as MOLLER; you have typed over “O” and the 
name is now correct. Before you press return move the cursor arrow to the 
space after “R.” Now press <RETURN> and your change will be saved. (If you 
press <RETURN> immediately after typing “I” the “LLER” will be erased.) 

When you press <RETURN> the changed name replaces the previously en¬ 
tered name on the game records, and the cursor arrow will return to Change 
student name. 

Go to next student. When making changes for more than one student, this 
option allows you to locate another record. 

Return to SocOptions™. When you have finished changing records you 
must replace SocASSIST™ with your program diskette in order for the changes 
to take place. Choose this option and follow the directions. 

How to Return to Your Program Diskette 

The final option on Use SocASSIST™, Return to SocOptions, allows you to 
return to your MicroSoc™ diskette main menu. Use the arrow keys to move to 
this option and press the space bar to select it. A screen appears with simple 
directions for replacing SocASSIST™ with your MicroSoc™ diskette. 

After your MicroSoc™ diskette is in the drive and you press the space bar, 
SocOptions appears and you are ready to use your MicroSoc™ diskette again. 
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Part III 


Unique Features of SocPix™ 


SocPix™ was designed for players who are nonreaders or who have minimal 
reading skills. To allow these players to independently operate the games, a 
picture menu was designed. All the player needs to do to begin playing is to put 
in the diskette and turn on the computer. After the title screen the picture menu 
appears. 

Picture menu 

The three games in SocPix™ —the Circle Game, the Diamond Game, and the 
Square Game—are indicated by the shape that appears around Soc. If you want 
to play the circle game, press the space bar when the circle appears around Soc. 
For the diamond or square games, wait until the cursor is in the desired shape 
and press the space bar. Figure 13 shows the picture menu with the cursor 
forming a circle. 

At the bottom of the picture menu are directions for accessing the teacher 
menu. Press <CTRL> <A> (the control key and A pressed simultaneously). 

Teacher menu 

This menu allows the teacher or parent to go to SocOptions to preset game 
features and/or choose content, or to return to the picture menu (see Figure 14). 

SocOptions 

SocOptions on SocPix™ is the same as SocOptions on all other MicroSoc™ 
diskettes. 

Set game features —When the keyboard is used to play a one-player Soc¬ 
Pix™ game, press any key or the space bar to select. In a two-player game, the 
player on the right uses any key on the right side of the keyboard; the player on 
the left uses any key on the left side of the keyboard. These keys are inactive: 6, 
7; y, u; h, j; b, n. 

Choose content —To choose content, move the cursor beside the desired 
categories (2 to 4 categories are to be chosen) and press the space bar so that 
Yes appears beside your choices. Make sure No appears beside the categories 
you are not choosing. Or, if you prefer, you can choose Use 4 random cate¬ 
gories. 
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Whenever you turn on the computer and do not choose content, the content 
for the game you pick on the picture menu will be randomly selected from four 
categories. Unless you specifically choose content the games will always play 
with four random categories. 

If you are playing the Circle Game and choose two categories—animals and 
transportation—there will be only two choices on the screen. Select three ca¬ 
tegories, there will be three choices. Select four categories, there will be four 
choices. Therefore, you can simplify the circle game by selecting only two or 
three categories, rather than four. 

Play game— In SocPix™, visual cues are given beside the correct answer if a 
player is slow to respond. Also, as on other MicroSoc™ diskettes, whenever a 
player makes an error, the correct answer appears before the game moves to the 
next item. 

After you play a SocPix™ game 

When a game ends, the picture menu reappears. If you want to save scores, 
display game instructions, or display items missed, press <CTRL> <A> (the 
control key and A pressed simultaneously) and you will be taken to the end-of- 
game menu. This menu operates like all other MicroSoc™ menus. Use the 
arrow keys to move and the space bar to select. 

Save game scores —You save game scores in the same way as on all other 
MicroSoc™ diskettes (see pages 3-4 for information). 

Display items missed —On SocPix™ items missed are shown as words 
rather than pictures. 
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Part IV 


ideas for Home and School Use of MicroSoc™ 


Introducing Players to a MicroSoc™ Diskette 

Most players will be able to use the MicroSoc™ diskettes independently. 
However, the first time a player uses a diskette you will want to take time to 
demonstrate. A player who knows how to use one diskette will need very little 
assistance learning to use the others. When you introduce the program empha¬ 
size the following: 

• How to use the menus to select a game, set game features, and choose 
content 

• How to use the keyboard or paddle to move cursor and select 

• How to play each game on the diskette 

• How to save game scores 

• How to view or print items missed 

Selecting Games and Content for Players 

Before a player under your supervision begins using a diskette, you will want 
to choose a game, the content, and the level of difficulty. The diskette games 
and reading levels are described on the chart included in the MicroSoc™ pack¬ 
age. The first game listed on the Pick a game screen is generally the easiest in 
terms of the language process involved. The second is somewhat harder, and 
the third game is the most difficult. 

To help ensure a more complete understanding of the thinking skill involved, 
it is a good idea to allow each player to play over a period of time all three 
games at the same level of difficulty. 

Using the Two-player Option 

The two-player option offers several advantages. It promotes social interac¬ 
tion while players are working at the computer. It provides an incentive for in¬ 
creasing one’s skill. And it is fun! Here are some ways to use the two-player 
option: 

1. Students who have met a goal on a one-player game can become eligible to 
play a two-player game. 

2. Two players who have earned free time on the computer can combine their 
time and play together for a longer period than either could have played 
alone. 
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3. When a group’s computer time is limited, the two-player option can be used 
to allow more students access to the programs in the allotted time. 

4. Contests or tournaments can be organized. 

Setting Goals for MicroSoc™ Games 

By setting goals for players you provide incentive for improvement. And you 
communicate to them that you value their performance. Therefore, players can 
be expected to benefit more fully from the MicroSoc™ games when clear goals 
are set for the specific game and content they will play. 

Set the goal for the player at about the same score level as a person who is 
already proficient with the content. This will allow the player to work toward a 
goal that reflects mastery of the content. You may want to use your own scores 
as goals if you do not have scores of another proficient player available. If there 
is a wide discrepancy between the goal and the player’s current level of per¬ 
formance, it is advisable to set intermediate goals. 

If you are using the MicroSoc™ record-keeping system, you can ask players 
to save scores. Later, using SocASSIST™, you can view or print the game rec¬ 
ords. Then, you can transfer desired data-—raw scores, percentage scores, rate 
per minute—to a graph to visually display progress. 

Mark the goal (or intermediate goal) on the graph so that the player and you 
can see the line of progress toward reaching the goal. Make a note on the graph 
when you introduce a special procedure so it is easier to decide whether or not 
the player’s performance was affected. 

If you’re not using SocASSIST™, players can record the raw data (number 
right, number wrong, no responses) shown on the game score screen at the 
end of the game. Either you or the student can determine the rate by dividing 
the number of each type of response (right, wrong, and no response) by the 
number of minutes played. Then you can chart the information or teach the 
player how to chart. 

Assisting Players When Problems Occur 

Occasionally a player will show little or no progress on a particular game. 
There are a number of reasons this might occur. The more typical reasons are: 

The player does not understand how to play the game. 

The player cannot read the content well enough to play the game. 

The player has difficulty with the thinking process used in the game. 

The player is not adequately motivated. 

The player is having difficulty using the keyboard. 

The following procedures can help you determine why a player is not pro¬ 
gressing: 

1. Ask the player, “Why do you think you’re not reaching your goal?” 

2. Observe the student playing the game. 

3. Ask the player to read the Items missed screen after completing the game. 

4. Use the Items missed screen or a printout of the screen to determine if there 
is a pattern to the type of errors the player made. 

5. To help you decide if the student has difficulty with the underlying thinking 
process used in the games, make up a few tasks that require the player to 
use the same process. 
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When you have identified a probable reason for the lack of progress, develop 
a strategy to help the player improve. Here are strategies to consider, with a 
specific example of how to apply each strategy. 

Strategy 1: Select less difficult content option and/or a lower content level. This 
will give the player items that are easier to read or conceptually less difficult. 

Example: Move the student from Level 2, homonym analogies, to Level 1, syn¬ 
onym analogies. 

Strategy 2: Limit the number of content options used in a game. 

Example: Instead of selecting antonyms, synonyms, and homonyms as content 
for an analogies game, choose only homonyms. 

Strategy 3: Reinstruct the child on how to play the game. 

Example: Demonstrate how to play the game. Provide guided practice until you 
are sure the player understands. 

Strategy 4: Switch player from keyboard to paddle or other adaptive response 
device. 

Example: Connect game paddles to your computer and give instructions on 
how to use. 

Strategy 5: Provide activities related to the thinking process used in the game. 

Example: Make up a sorting game, using picture cards or objects, and ask the 
child to sort items into two, three, or four sets. (This might be used for a player 
who has difficulty with the U.S. Capitol Game on SocSort™.) 

Strategy 6: Provide drill for words not yet in the student’s sight-reading vocabu¬ 
lary. 

Example: Place unknown words on flashcards or a worksheet. Give instruction 
and have drill sessions. 

Strategy 7: Provide instruction on the meaning of specific words. 

Example: Explain unknown meanings as concretely as possible. Use aids—pic¬ 
tures, objects, stories, action games. Relate the words to concepts the player 
already understands. 

Strategy 8: Set up a.reward system for improvement. 

Example: Give points that may be traded—free time on the computer, choice of 
activities, time with the Soc doll. 

Strategy 9: Change the speed of presentation. 

Example: Set the speed at 3 rather than 5 if the player’s error rate is high. If the 
error rate continues to be high, lower the speed to 0 to allow the player to 
choose the answer at his or her own rate. 

When you use a strategy, monitor the student’s performance. If the strategy 
does not lead to improvement, choose another strategy. 
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Considerations for Special Populations 

The wide range of content difficulty and ways of individualizing the games 
make it possible for the MicroSoc™ diskettes to meet the needs of many dif¬ 
ferent players, including: 

• children diagnosed as having language disorders; 

• children whose physical handicaps have restricted their experiences and/or 
inhibited communication; 

• children from culturally different environments in which early language devel¬ 
opment was not a primary focus; 

• children diagnosed as mentally retarded; 

• children diagnosed as learning disabled; 

• children diagnosed as hearing impaired; 

• children raised in homes where English is not the primary language. 

Selection of content and game options for these groups must be made on an 
individual basis, directly related to each student’s level of performance. The in¬ 
formation that follows provides suggestions related to a given special popula¬ 
tion that may be useful for professionals and parents working with players with 
special needs. 

For all special populations. Review the section of this manual that gives 
strategies and examples for assisting players when problems occur (see pages 
14-15). 

Adaptations for players who do not speak English. Provide translations 
and/or pictures of items missed by the students. 

For hearing impaired players. Be sure students are aware of the visual 
cues used on the menus and in the games. Notice Soc’s movements when the 
response is correct. Point out that the scoreboard changes when a response is 
correct. 

For physically handicapped players. If the player has difficulty consistently 
executing a series of fine motor responses, turn the speed option to 0. Speed 0 
allows the player to control the speed. When the speed is on 0 the player is en¬ 
couraged to play for three minutes. 

If a player has difficulty using the keyboard, select the paddle rather than 
keyboard option. This will allow the player to use the response mode you have 
connected. You may connect game paddles, joystick, adaptive switches, or 
other commercial response mode equipment. 

For gifted players. Gifted players can develop their thinking skills with the 
challenging vocabulary at the higher content levels. Also, there is no ceiling im¬ 
posed on their ability to improve performance because they can set game fea¬ 
tures- speed, for example—to provide greater challenge. Gifted players may 
enjoy challenging each other using the two-player option. 

General Guidelines for Using Microcomputers and Educational 
Software 

1. Introduce and post rules regarding the use of the computer. 

2. Teach the students how to use the computer and software and ask them to 
demonstrate their competence. 

3. Appoint computer center managers, students who are responsible for moni¬ 
toring computer use and keeping the computer center in order. Also, they 
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can assist less independent users. Because the assignment can be re¬ 
garded as a privilege, you may want to rotate the responsibility among as 
many individuals as possible. 

4. Develop a schedule that specifies each student’s assigned time, the soft¬ 
ware to be used, and specific software performance goals. 

5. Periodically observe students using the computer so that you are alert to 
problem areas and know which procedures and programs are working well. 

6. Document students’ performance and progress. 

7. Reward desired behavior and improvement by allowing extra computer time. 

Linking MicroSoc™ to your Classroom Curriculum and Activities 

Students practice a specific thinking process on each MicroSoc™ diskette. 
To reinforce what players are learning, you may want to examine other lan¬ 
guage development materials in your classroom or school—like the Peabody 
Language Development Kits—and find activities which complement Micro¬ 
Soc™. Use these materials or develop similar activities and games that corre¬ 
spond with the content on the MicroSoc™ diskettes. The Items missed screens 
that can be viewed and/or printed at the end of a game will help you decide what 
content to use for activities and games. 

How to Use Items Missed Screens 

The Items missed screen gives immediate feedback regarding game items 
the player responded to incorrectly. In addition to this immediate feedback, the 
screen can be copied or printed for use in reading drills, dictionary activities, 
and group language time, if you do not have a printer available, the student can 
copy the items missed on a worksheet. 

The student may regard copying a long list of items as punishment. There¬ 
fore, you may want to ask the student to copy only a specified number of items. 
A long list may be a signal that you need to consider intervening with some in¬ 
structional strategy—changing the content or level of difficulty, playing a dif¬ 
ferent game, providing reinforcement. (Seepages 14-15 for suggested strate¬ 
gies.) 

How to Use the MicroSoc™ Supplementary Materials 

The supplementary MicroSoc™ materials provide instructional and motiva¬ 
tional activities for MicroSoc™ players. 

SocWork ™ 

The student booklet SocWork ™, contains an activity and record-keeping 
form for each of five MicroSoc™ diskettes—SocSort™, SocOrder™, Soc- 
Match™, SocMate™, and SocLink™. One copy of SocWork™ is included with 
each MicroSoc™ diskette. Additional copies of SocWork™ are available from 
the publisher. 

The SocWork™ paper-and-pencil activities require players to use the same 
thinking process used on the diskettes. The activities may provide a model for 
you to use in developing similar activities to reinforce learning taking place on 
the diskettes. 

The recording forms in SocWork™ allow the student to be involved in record¬ 
keeping and provide a reminder of goals. A certificate and sticker is included for 
each diskette, to be awarded when the player meets goals set for the diskette. 
(A separate Certificate of Achievement that can be awarded when the player 
meets all MicroSoc™ goals is described later.) 
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Travels of Soc 

Travels of Soc is a storybook containing five computer-related mysteries that 
Soc solves as he travels to Washington, D.C., Tokyo, Paris, Sydney, and to 
NASA in Houston. The mystery of Soc’s origin unravels also. 

Travels of Soc will have particular appeal for elementary age children. How¬ 
ever, older players will find it fun to discover how Soc solves the mysteries. The 
stories are good vocabulary builders. 

The book will help players identify with Soc who they see on the diskette 
graphics, and thus may motivate them to play the games on the diskette. Here 
are some ways the storybook can be used: 

Before introducing a diskette, read the story that corresponds to the graphics 
for a particular diskette. For example, in SocSort™ Soc is in Washington, D.C. 
In the corresponding story, “Soc Meets Dr. Byte,” Soc travels to Washington, 
D.C. See the MicroSoc™ chart to find the name of the story that goes with your 
diskette. 

Read the story that goes with the diskette during the time period the diskette 
is being used. Set aside a special time of day for this activity. 

Use the stories as a springboard for creative work. Assign an activity or ask 
children to choose one of the following activities: 

• write another story about Soc 

• read (or write) about a country that Soc visited 

• choose another place for Soc to travel 

• create a mystery for Soc to solve 

• think of a different ending for a Soc story 

• discuss what you would do if you went to the same place as Soc 

• plan a budget for one of Soc’s trips 

• plan a Soc feast with one food from each country Soc visits 

• find out about the climate in a country Soc visits and make a list of items that 
Soc may need in that climate 

The Soc doll 

A small, lovable Soc doll is available from the publisher. The Soc doll allows 
children to have Soc near them while they’re playing his games on the com¬ 
puter. 

The Soc doll can become a special class mascot. As a reward, Soc could sit 
on a student’s desk for a period or day. Soc might sit with someone while his 
stories (Travels of Soc) are being read. Students may like to have Soc perch 
near them while they work. 

To draw attention to players’ achievements, Soc could be kept in an area 
with a special display—for example, a list of players who have met their Soc 
goals. Or, place Soc near a bulletin board on which SocWork ™ pages, Soc cer¬ 
tificates, or graphs showing progress are displayed. 

The class may enjoy making native costumes for the Soc doll for the coun¬ 
tries Soc visits. 

Certificate of Achievement 

The MicroSoc™ Certificate of Achievement can be used as a special reward 
for successful completion of the entire MicroSoc™ series. A sample certificate 
is included in each diskette package. When the player meets the goals set, 
have a ceremony and award the certificate. 
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Appendix 


Development and Field Tests 


The content and diskette features programmed for the MicroSoc™ series are 
the result of careful investigation and planning. Research studies were exam¬ 
ined, teachers were interviewed, software on the market was analyzed for 
strengths and weaknesses, and sources describing current and future needs for 
educational software were consulted. 

The MicroSoc™ content reflects findings of research on cognitive and lan¬ 
guage development. Content was selected that could provide unlimited oppor¬ 
tunities to practice and reinforce thinking skills. Words and symbols were cho¬ 
sen from many subject areas. The content variety and wide range in reading 
levels were designed to help players develop language concepts and improve 
their vocabulary at the same time. 

Each of the three games on a diskette approaches the content differently. 
This allows the same content and language process to be used in three different 
ways. Thus, it minimizes the possibility that the player will respond from rote 
learning. 

Prior to publication the MicroSoc™ diskettes were field tested in more than 
thirty sites. Field test evaluations were considered and contributed to the final 
product. 

Most of the teachers who participated in the field tests are listed here. How¬ 
ever, a few names were omitted because assignment of field test sites was still 
in progress when this list was compiled. Those participating in the field tests 
include: 


Maureen Austinson 
Mary Ott 
Sonie Crockett 

Central Park Elementary School 
Roseville, MN 

Charles Brinker 

Lake Arrowhead Camp 
Riverside, CA 

Michael Burke 

Instructional Resources Center 
Green Bay Area Public Schools 
Green Bay, Wl 

Don Campbell 
Etna-Troy School 
Columbia City, IN 


Mike Chmielewski 

Mat-Su School District 
Palmer, AL 

Joseph T. Coleman 

Special Education Department 
Chester County Intermediate Unit 
Atglen, PA 

Frances Coughlin 

Van Schaick Island School 
Cohoes, NY 

Sue DeHart 
Gifted Program 

Denton Independent School District 
Denton, TX 
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Ronald Dean 

Speech and Language Pathology 
Department 

Putnam County Elementary School 
McNabb, IL 

Linda Deibel 

Gifted/Talented Program 
Goodland Schools USD #352 
Goodland, KS 

Francine Dixon 

Special Education Department 
Chadron Middle Schools 
Chadron, NE 

Diane Fantaskey 

Speech and Language Pathology 
Department 
Milton Schools 
Selinsgrove, PA 

Jim Gard 

Indian Creek Elementary School 
Marion, IA 

Leonard Gaylord 

Oakmont Elementary School 
Claremont, CA 

Jane Gordon 
Siwanoy School 
Pelham, NY 

Beverly Hill 

Oakview Learning Studio 
Waco, TX 

Leonard Huber 

Computer Services Department 
Hampshire Educational Collaborative 
South Hadley, MA 

Leigh Ingram 

Scotland County School System 
Laurinburg, NC 

Paula Janicki 

Speech and Language Pathology 
Department 

Cheektowaga Central Schools 
Cheektowaga, NY 

Connie Jefferson 
Gifted Program 
Oroville Elementary School 
Oroville, WA 


Terry Juhl 

Galt Union School District 
Galt, CA 

Jane Nissen Laidley 
People’s Computer Co. 

San Ramon, CA 

Gregg Legutki 

Special Education Department 
Fremont Junior High School 
Pomona, CA 

Fran Loose 

Lansing Public Schools 
East Lansing, Ml 

Don Mann 

Schumann Elementary School 
Orono, MN 

Rob McPherson 

Florida Diagnostic Learning Resource 

System 

Ocala, FL 

Robert Postman 

Mercy College Computer Workshops 
Dobbs Ferry, NY 

Karen Stiles 

Wayzata School District 
Wayzata, MN 

Sally Nissen Taylor 

People’s Computer Co. 

San Ramon, CA 

Bill Vivers and teaching staff 

East Central Kansas Special Education 

Cooperative 

Paola, KS 

Stu Wall 

Clauson Public Schools 
Clauson, Ml 

Violet Williamson 

Greenfield Community Schools 
Greenfield, IA 

Sharon Zeiner 

Gifted/Talented Program 
Rosedale Middle School 
Kansas City, KS 
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SocSampler 


Previewing Your Disk? 



Now that you see how the game plays, sample the content on your 
disk. 































SocSort 
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Washington Monument Game: 
Preset Content, Level 1 


sfe air travel 
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U.S. Capitol Game: 
Preset Content, Level 3 
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Lincoln Memorial Game: 
Preset Content, Level 4 
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Robot Game: 
Nouns and Verbs, Level 1 
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Fan Game: 
Sayings, Level 2 
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Volcano Game: 
Country/Capital, Level 3 
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SocMatcH 


SocMate 
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Car Game: 
Attributes, Level 1 
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Eiffel Tower Game: 
Attributes, Level 2 



Artist Game: 
Parts of, Level 2 
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Kangaroo Game: 
Synonyms, Level 1 
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Koala Game: 
Antonyms, Level 2 
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Sheep Game: 
Functions, Level 3 
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NOTICE 

Before opening this package, please 
read carefully the terms and conditions 
set forth on the inside cover of the 
MicroSoc Thinking Games Manual. 
Opening this package confirms your 
acceptance of those terms and 
conditions. If you do not accept them, 
return the unopened package to 
American Guidance Service within 10 
days of receiving it and you will receive 
refund of your purchase price. 


AGS SOFTWARE 

American Guidance Service 
Publishers’ Building 
Circle Pines, MN 55014-1796 

ISBN 0-88671-203-3 



micro 

soc 

THINKING GAMES 


M ■ ■ 




Soc 


Mate 






Analogies Games 




Works 


. 

. 


rks on Apple® 
II + , lle / lie 


Keyboard or paddle 

ISBN 0-88671-203-3 
SocMate™ 
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Welcome to the MicroSoc™ 
Thinking Games. Here's how 
to get started. To play the 
MicroSoc™ games you'll need 
an Apple® II+ , lie, or lie 
computer; one disk drive; and 
a keyboard or paddle. 

Before You Play 

• Insert the diskette in the drive 

• Shut the door 

• Turn on the computer and 
monitor 

Keyboard Use 

One-player game 

Move with the ARROW KEYS 
Select with the SPACE BAR 
Left-handed player option 
Move with the Q and W 
Select with the X 

Two-player game 

Player on the left 
Move with Q & W 
Select with X 

Player on the right 
Move with O & P 
Select with M 

Paddle Use 

Move with the paddle 
Select with the paddle button 


SocOptions— 
the Main Menu 

SocOptions takes you to all 
important menus: 

)■■■■■■■■■■■■ 

f \ 

M i c r o S o cTM Thin k i n 9 G a rn a s 


Choose content. 

Play 9 a rue 

Use SocASS I ST™ 


V_ J 

!■■■■■■■■■■ 


Pick a game 

to choose one of three games 
on the diskette 

Set game features 

to select one- or two-player 
game, paddle or keyboard, 
number of minutes to play 
(1 -3), speed (0-9), and sound 
option (off or on) 



Choose content 

to select content and level 

Use SocASSIST™ 

to view or print scores saved in 
record-keeping system (after 
inserting SocASSIST™ diskette) 


Play game 

to begin game after features 
set and content chosen (game 
instructions appear and 
selected game begins) 


Things to Remember 

• Move with ARROW KEYS, select with SPACE BAR 

• Use Return to SocOptions on any menu to get back to main menu 

• Press Control E to end the game at any time 



Taking Care of Your Diskette 

• Dust, heat, direct sunlight, or magnetic field can damage diskette 

• Store the diskette in its folder, in an upright position 

• Don't store the diskette on top of the monitor or on top of the drive 

• Avoid touching the surface of the diskette around the oval hole 


© 1985, AGS™ Software. All rights reserved. Apple® is the registered 
trademark of Apple Computer, Inc. MicroSoc™ and SocASSIST™ are 
trademarks of American Guidance Service, Inc., Publishers' Building, 
Circle Pines, MN 55014-1 796. 



For additional information on this or related MicroSoc™ products, 
contact AGS™ Software, 800-328-2560. 
























}ofin Henry Minton (Soc) 


Date 


Authorized By 















PASSPORT 


NAME: JOHN HENRY MINTON, also known as Soc (short for Socrates, 

after the Greek philosopher) 


place of birth: Unknouun 


height: 1M" (about the size 
of a small puppy) 

WEIGHT: 15 pounds 

CHARACTERISTICS: 

Tassel on cap twinkles and 
snaps and crackles when he's 
excited or happy. Bounces 
and dashes along. 

OTHER COMMENTS: CO 

Specializes in computers and , ■ 
mysteries. Unusual skill with 
computers; can fix any com- ® | 
puter. Knows thousands and , 
thousands of words and how ■ 
to use them. 1 ■ 

destination: Passport approved for Soc to travel anywhere in the 

world where he's needed to solve computer mysteries. 

AUTHORIZED BY 

O 


VALID UNTIL 


o 


EH 


©1985 AGS® American Guidance Service, Inc., 
Publishers’ Building, Circle Pines, MN 55014-1796. 


All rights reserved. 
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Soc’s favorite things are computers and mysteries! In the SocSort™ games, 
we find Soc in Washington, D.C. He had a big mystery to solve, but now he’s 
done and he’s seeing the city as a tourist. So many large buildings! Soc can 
hardly keep them straight. But soon he finds himself sorting them in his mind. 
Libraries . . . offices . . . monuments . . . embassies. Soc finds classifying a 
useful skill. With practice, you can become as skillful as Soc at classifying. 


Player’s Name 


I play SocSort™ games for. 


. minutes. 


Washington Monument Game 

My Score 

My Goal 

HI LEVEL 12 3 4 

Content' 

Content- 



Content- 






U.S. Capitol Game 



VHHH LEVEL 12 3 4 

Content: 

Content: 



Content: 






Lincoln Memorial Game 



■■ LEVEL 12 3 4 

Content: 

Content: 



Content: 







Date I reached 
my goal 


This certifies that 


has achieved the necessary goals 
to qualify as a SocSort™ Pro, 


(sticker) 


St 


on 


John Henry Minton (Soc) 


Presented by 


Date 


PRO ACTIVITY 


SocSort 


Can you place all of these words in a category? Read through the lists of words 
below. Then think of categories that these words fit into. Write down the cate¬ 
gories you thought of. Then put each of the words from the lists below in one of 
your categories. Try to use no more than six categories. (You might even be 
able to use fewer than six!) 


Beowulf 

Don Quixote 

The Magic Mountain 

Tom Thumb 

Fern 

Wilber 

The Orange Oasis 
Styx 

The Marshmallow Martian 
Amazons 

The Barber of Seville 
Butterfly 

Hansel and Gretel 
Maid Marian 
Planet Purple 

Greta’s Garbage Garden 
Grendel 

Alice in Wonderland 

Narcissus 

Cupid 

Faust 

Falstaff 


Short-and-Sweet Street 

Scrooge 

Lilliput 

Winnie-the-Pooh 
Christopher Robin 
Babar 
The Tinman 

Tiny Tim 

The Secret Garden 
Robin Hood 
Never-Never Land 
Pinocchio 
Black Beauty 
The Last Unicorn 

The Wizard of Oz 
Witch of the East 
Tigger 
Eeyore 

The Land of Oz 
Sirens 
Jack Sprat 


Where the Wild Things Are 

Tom & Jerry 

Charlotte 

The Temple of Doom 
Ajax 

Lemonade Louie 
Make-believe Town 

Big Bird 

Tomorrow Land 

Donald Duck 

Argonauts 

Bert 

Ernie 

Sesame Street 

Pippi Longstocking 
Oscar the Grouch 
Miss Piggy 
Sir Lancelot 
Camelot 
Othello 

Mickey Mouse 










































































Soc’s trip to Tokyo is his first visit to Japan. He sees many new sights. But he 
also notices many things that are the same. Here in Tokyo—thousands of 
miles from his home—horns honk, birds sing, clocks tick, and fly balls are 
caught at the baseball field. Soc finds it interesting to think about how many 
things are connected. 


Player’s Name 


I'll play SocLink™ games for 


minutes. 


Games I’ll Play on SocLink™ 


1 

Robot Game 

My Score 

My Goal 

Date 1 reached 
my goal 

■■ LEVEL 1 2 3 

Con tent- 

Content: 




Content* 








Fan Game 




HH LEVEL 1 2 3 

Content: 

Content: 




Content* 








Volcano Game 




H LEVEL 1 2 3 

Content: 

Content: 




Content: 








This certifies that 

- (sticker) 

has achieved the necessary goals 
to qualify as a SocLink™ Pro. 

Soc 

John Henry Minton (Soc) Presented by Date 


PRO ACTIVITY 



Make a word chain. Start with a word and think of a word that is associated 
with it. Then find a word that is associated with the next word. Begin and end 
with the same word! Use at least ten words in your chain. 

Here’s an example: 



Now choose one of these words and make a word chain: 

green 

square " *-" T’ 

V 

today 





1776 









































































When Soc's Paris mission is over, he takes in the sights and sounds of Paris. 
Soc almost lost his cap at the Eiffel Tower. He thought, “That’s too much a 
part of me to lose!” Then he thought of the parts of Paris—Paris wouldn’t be 
Paris without all its parts. The Left Bank, the Right Bank, the Arch of Triumph, 
the Sorbonne. He’d always remember how all these parts of Paris looked. 


_ I'll play SocMatch™ games for_minutes. 

<- Player's Name 


Games I’ll Play on SocMatch™ 


Auto Game 

My Score 

My Goal 

Date 1 reached 
my goal 

■■ LEVEL 12 3 4 

nnntent- 

Content’ 




P.nntent- 








Eiffel Tower Game 




M LEVEL 1234 

nnnfpnt- 

finntpnt- 




Hnntpnt- 








1 Artist Game 




■■I LEVEL 12 3 4 

finntpnt- 

nnnfpnt* 




Hnntpnt- 









I 

This certifies that 


has achieved the necessary goals 
to qualify as a SocMatch™ Pro. 


Soc 

John Henry Minton (Soc) Presented by Date 



SocMatch PRO ACTIVITY 


Name five: 

parts of a play parts of a book 


parts of a tree 


things that are sour 


things that are orange 


things that are wet 


things that are dark 




















































































































Soc's computer adventures take him down-under, to the continent of Aus¬ 
tralia. Soc learned a lot by going to Australia. For one thing, the weather was 
not what he expected! He brought all the wrong clothes with him. It was 
winter in the United States, but it was summer in Australia. Soc began to see 
many new kinds of relationships: Summer is to winter as Australia is to the 
United States. 


Player’s Name 


I'll play SocMate™ games for. 


. minutes. 


Games I’ll Play on SocMate 1 


Kangaroo Game 

My Score 

My Goal 

Date 1 reached 
my goal 

LEVEL 1 2 3 

nnnfpnt’ 

nnnfpnt* 




nnnfpnt’ 








Koala Game 




|I^H LEVEL 1 2 3 

nnnfpnt* 

nnnfpnt’ 




Content: 




Sheep Game 




HH LEVEL 1 2 3 

P.nnfpnt’ 

nnnfpnt - 




n.nnfpnt’ 









This certifies that 


has achieved the necessary goals 
to qualify as a SocMate™ Pro. 


(sticker) 


Soc 


John Henry Minton (Soc) 


Presented by 


Date 


SocMate 


PRO ACTIVITY 


Now’s your chance to learn more about Australia. Complete the analogies 
below: 


1. kangaroo: : 

bird: nest 

2. koala:marsupial : 

eucalyptus: 

3. Washington, D.C.:United States : 

: Australia 

4. United States:spring : 

Australia: 

5. friend:United States : 

Australia 


6. Pacific:Sydney 


7. Great Sandy:Australia : 

:United States 

8. Yanks:USA : 

Australia 


Possible answers are shown on the last page of SocWork™ ' 

















































































Soc at NASA! To launch a spaceship everything must happen in the right 
order. Everything is checked out to see that it’s working. The countdown is in 
sequence, the rockets fire in sequence. The space launch appealed to 
Soc’s sense of order! 


I'll play SocOrder™ for. 


Player’s Name 


. minutes. 


Outer Space Game 


LEVEL 1 2 3 

Content: --- 

Content: -- 

Content: -- 


Space Shuttle Game 


LEVEL 1 2 3 

Content: —.- 

Content: - 

Content: --— 


Comet Game 


LEVEL 1 2 3 

Content: -- 

Content: -- 

Content: -- 


My Score 

My Goal 

Date 1 reachec 
my goal 
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This certifies that 




has achieved the necessary goals 
to qualify as a SocOrder™ Pro. 
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John Henry Minton (Soc) 


Presented by 


Date 


SocOrder 


PRO ACTIVITY 


Can you make a sequence from your answers? 

The year I will be thirty_ 

The year I was born_ 

The year I will be twenty_ 

The year I was (will be) ten_ 

Use your answers and make a sequence here: 


Is there another possible sequence? 


What I’ll weigh when I gain ten pounds_ 

What I’ll weigh when I gain fifteen pounds 

What I weigh now_ 

What I’ll weigh when I gain five pounds_ 

Write your sequence here: 


Can you make up two sequences for each of 
these? 

start with AA-1 and end with EE-5 


start with zzzL and end with sssS 


start with penny and end with dollar 





























































































Possible answers to SocMate™ Pro Activity. 


1. pouch 

2. tree 

3. Canberra 

4. fall or autumn 

5. friend 

6. Atlantic:New York City 

7. Mojave 

8. Aussies 


i 


I 







I 






















WE GUARANTEE YOUR SATISFACTION 


WITH ALL OUR PRODUCTS. 


Dear AGS Customer, 

We want you to be completely pleased with any product you order 
from us—with the materials, workmanship, ease of use, and effective 
results. We also want you to know that we stand behind our products 
with the AGS double guarantee: 


1. OUR AGS 90-DAY 
SATISFACTION GUARANTEE. 
Order any test, learning program, 
or other material from AGS in full 
confidence. Use it for 90 days. 
Should you, for any reason, wish to 
return it during that time, just do 
so. We’ll issue an immediate refund, 
replacement, or credit, whichever 
you wish. 


2. THE AGS ONE-YEAR 
WARRANTY assures you of 
outstanding quality. AGS 
instructional programs, tests, and 
other products must serve you 
with materials and workmanship 
that are free of defects under 
normal use for one year from date 
of shipment—or just tell us. We 
will gladly send immediate 
replacement. 


If you wish to return any product, just complete the details on the 
back of this card, enclose it in the shipping carton with the product, and 
send it via UPS or parcel post insured, to: 


AGS 

Publishers’ Building 

Woodland Road 

Circle Pines, MN 55014-1796 

We will take the necessary action as you indicate, immediately. We 
thank you for being an AGS customer—let us serve you in any way we 
can. 



Call our Customer Service for any assistance you need: toll-free 
1 - 800 - 328 - 2560 . • In Minnesota call • 1 - 800 - 247 - 5053 . 
Twin Cities area please call 786-4343. 

9919 





RETURNED PRODUCT INFORMATION 


Name 


Position 


School/Organization 

Street Address 

City 


State 

7TP 

Telephone No. Area 

Number 




Please enclose a copy of our invoice or provide 
the following information: 

Invoice No_ 

Customer No. (see invoice)_ 

Order No. (see invoice)_ 

Materials being returned. 


1 . 

2 . 



Reasons for return. 

Please describe. 



Please indicate the action you wish us to take: 

( ) Send a replacement. 

( ) Refund my/our payment in full. 

( ) Credit my/our account. 


Date 


Signature 


























A/'•CJ® Partners in developing 
human potential 


micro 

soc 

THINKING GAMES 

REQUISITION OR ORDER FORM 



AGS 

j Partners in developing human potential 

i 


■ 




micro 

SOC 

THINKING GAMES 

REQUISITION OR ORDER FORM 


Qty. 


Cat. NO. Description 

R5900 MicroSoc™ Thinking Games 
Complete six-diskette series 
includes manual, student booklet, 
stickers, sample certificate, and chart 

R5901 SocSort™ 

Games for developing classification skills 

R5902 SocLink™ 

Games for developing association skills 

R5903 SocMatch™ 

Games for identifying common relationships 

R5904 SocMate™ 

Analogies Games 

R5905 SocOrder™ 

Sequencing Games 

R5906 SocPix™ 

Games for developing prereading 
classification skills 

R5980 SocASSIST™ 

R5910 MicroSoc™ Manual 

R5912 SocWork™ Student Booklet, each 

R5915 Travels of Soc 

R5918 SocPro™ Stickers 

R5922 MicroSoc™ Pro Certificates (25) 

R5925 Soc doll 

R5965 MicroSoc™ Chart 


Unit Price 

(U.S. only*) Extension 


$250.00 
$ 44.95 
$ 44.95 
$ 44.95 
$ 44.95 
$ 44.95 

$ 44.95 
$ 19.95 
$ 5.00 

$ 1.50 

$ 12.50 
$ 1.00 
$ 6.25 

$ 10.50 
$ 2.00 
Subtotal 


*ln Canada, available from 
Psycan, Ltd. 


U.S. prices FOB Circle Pines, MN, 
effective February 1, 1985, 
and subject to change 
without notice. 


Service Charge of $3.00 
if materials total 
is less 
than $15.00. 

Taxes (if applicable) 
MN residents add 6% 
Shipping and handling 
(8% of materials total) 

TOTAL 


I I Bill me 

I I Payment enclosed 
I I Charge total of this order to: 

□ visa 

I I MasterCard/MasterCharge 

Interbank Number_ 

Account Number_ 

Expiration date_ 

Signature_ 

Purchase Order No_Date 


AUTHORIZED SIGNATURE 



BILL TO (Please print clearly or type.) 



School/Organization 

Name 

Position 


Street Address 

City 

State 

ZIP 

Telephone (area) (number) 



SHIP TO (if different from above) 



School/Organization 

Name 

Position 


Street Address 

City 

State 

ZIP 


Telephone (area) (number) 


\/'•O ®|Partners in developing 
Ihuman potential 

American Guidance Service 

Publishers’ Building 
Circle Pines, MN 55014-1796 
Telephone: (612) 786-4343 

Toll Free: 800-328-2560 


5993-85 























































BACKUP ORDER CARD 


Use this card to order a backup for each MicroSoc ™ diskette you 
have purchased. One backup copy is available to each registered 
MicroSoc ™ owner. 

Please enclose your check for U.S. $15.50 (includes shipping costs) 
or attach an official purchase order or charge to Visa or 
MasterCard. 


Please type or print legibly. Provide the same information you supplied on Owner Registration Card. 
Please send me a backup diskette for: 

□ SocSort™ □ SocLink™ □ SocMatch™ □ SocMate™ □ SocOrder™ □ SocPix™ □ SocASSIST™ 
PAYMENT: 

□ Check/Money order □ Purchase order □ MasterCard □ Visa 

Charge Card Number_____Expiration Date__ 

Original Purchaser Signature___Date_ 


micro 

soc 

THINKING GAMES 


SHIP TO: 

School/Organization___ 

(if applicable) 

Name_______Position_____ 

Street Address ____ 

City ____________ State__ZIP 

Telephone: 1__)__________-_ 

Area Number 

AGS“ SOFTWARE 
American Guidance Service 
Publishers’ Building 
Circle Pines, MN 55014-1796 
Phone: 612-786-4343 


REPLACEMENT ORDER CARD 


micro 


SOC 

thinking Games 


Return this card with your defective diskette(s) to obtain a 
replacement under the terms of the AGS Customer Use Agreement 
set forth in your MicroSoc ™ Manual. If the diskette is found 
defective within the ninety-day limited warranty period, replacement 
will be made at no charge. 


Please type or print legibly. Provide the same information you supplied on Owner Registration Card. 
Please send me replacement diskette(s) for: 

□ SocSort™ □ SocLink™ □ SocMatch™ □ SocMate™ □ SocOrder™ □ SocPix™ □ SocASSIST™ 
Date Purchased____ 

Original Purchaser Signature_________Date_ 

Briefly explain the nature of the problem with the diskette being returned. 



- 


SHIP TO: 

School/Organization__ 

(if applicable) 

Name ________ Position______ 

Street Address_ 

City _________State_ ZIP _ 

Telephone: 1_ ... )____________ 

Area Number 

AGS“ SOFTWARE 
American Guidance Service 
Publishers’ Building 
Circle Pines, MN 55014-1796 

Telephone: 612-786-4343 5997 







































